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It’s no secret that I’m a huge fan of Scott Lininger’s free-press 
roleplaying game The Window. Since | was first introduced to it in 
late 1998, I’ve used The Window to power games about everything 
from high fantasy to existential horror. That said, in my experience 
with The Window, I’ve encountered a fairly sizeable stumbling block 
as a Storyteller. 

This stumbling block is not a fault with The Window itself, but 
rather a player issue. Those of you familiar with The Window are 
obviously aware of its very freeform approach to character creation. 
For some of us this is a dream come true, but for others it is an 
exercise in pure frustration. Why the divide? 

The nature of this divide can be traced back to the relative 
obscurity of truly freeform roleplaying systems penetrating the open 
market. That is, the vast majority of roleplaying systems are very 
structured affairs, providing a myriad of detailed rules for several 
different things - but primarily character creation. 

A player that has been introduced into our hobby by way of 
such structured systems is often at odds with systems such as The 
Window. When you tell such a player that they need only describe 
their character using words, it is not uncommon for them to lapse 
into total confusion. Indeed, | myself have seen many otherwise 
intelligent players over the years simply fail to grasp the principle of 
freeform character creation altogether. 

This stumbling block directly inspired the creation of The 
Window Frame back in 2003. Since that time, The Window Frame 
has garnered a fair amount of praise and criticism, both of which 
have helped to shape this revised edition. As always, those fans and 
critics have my thanks, and | hope that they enjoy this latest version 
of The Window Frame. 


Sincerely, 
James D. Hargrove 


Points & 
Power 


When utilizing The Window Frame, players begin with a certain 
number of Character Points to allocate amongst their character's traits 
based upon a Character Power Level assigned by the Storyteller. There 
are, by default, four different Character Power Levels utilized in The 
Window Frame, as follow: 


Mundane: Characters who have been assigned a Character Power 
Level of Mundane are normal, everyday, people. As a general rule, 
Mundane characters possess no extraordinary abilities, although they 
may be highly skilled in certain fields of expertise. 


Heroic: Characters who have been assigned a Character Power Level 
of Heroic represent the upper 10% of a given setting’s population, and 
may well possess an extraordinary ability or two. They almost certainly 
possess a high level of skill in one or more fields of expertise. 


Super Heroic: Characters who have been assigned a Character 
Power Level of Super-Heroic are very literally super heroes. As a general 
rule, super heroes are defined by extraordinary abilities and extremely 
high levels of skill in numerous areas of expertise. 


Off The Hook: Characters who have been assigned a Character 
Power Level of Off The Hook are, for all intents and purposes, living 
gods. An Off The Hook character is extraordinary ability incarnate and 
are capable of mastering nearly any skill that they put their minds to. 


The number of Character Points that each of these Character 


Power Levels grants a player to define their character is outlined on the 
table below. 


Character Power Level aracter Po 


Mundane 40 CPs 

Heroic 60 CPs 

Super Heroic 90 CPs 
Off The Hook PLO CPs 


Note that there is no pre-defined upper limit on the number of 
Character Points that Off The Hook characters receive, given the nature 
of these characters. Ultimately, the upper limit is up to the Storyteller. 


The number of Character Points that a player allocates to a 
given trait determines both the die type assigned to that trait, and its 


Allocating 


rating on the Window Competency Ladder as outlined below. Points 

0 d30 Low 

1 d20 Below Average 

2 d12 Average 

3 d10 Above Average 

4 d8 High 

5 dé Very High 

6 d4 Incredible 


Note that the table above may easily be expanded to include 
the optional Shebang! trait ratings discussed at length in The Window. 
For instance, a d30! rating in a given trait would cost 7 points, a d20! 
rating in a given trait would cost 8 points, and so on. 


The Storyteller may choose to award players with a number of Freebjes 
extra Character Points that they can use to flesh out their characters. f 
Usually, awarding five or six such ‘freebie points’ proves sufficient, but (Option) 


the Storyteller is constrained only by their own judgement in this regard. 


The Storyteller may also choose to place a maximum limit on 
the number of points that a player may allocate to their character’s Point Caps 
traits, reflecting that characters ina given game may only ever become (Option) 
so strong, fast, skilled, etc. Recommended Point Caps are outlined 
below. 


Character Power Level Recommended Point Caps 


Mundane Basic Traits: 4, Skills: 5 
Heroic Basic Traits: 6, Skills: 7 
Super Heroic Basic Traits: 9, Skills: 10 
Off The Hook Basic Traits: 11, Skills 13 


